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MINOR COUNTRIES 


NAME 


Canada 


Central America 


South Americ 


Brazil 


United Kingdom 
Western Europe 


Eastern Europe 


North Africa 
West Africa 
East Africa 
Near East 
Opecia 
India 

China 


Japan 


Principalities of Indonesia PR 


U.S.A 


Eastern Soviet Union 


Western Soviet Union 





AREA 
CODE 


GROUP FOOD" MET ENERGY* GAP. 
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CE ¢ : _ 
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UK 
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EE 
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GEOPOL Economic Costs 


GOOD FD 


Mil. Maint. 1 
Mil. Mob. 1 
PAP’s 1 
IND 1 
MCAP 6 


ani 


* These numbers are the normal reso 
scenario being played. 
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GEOWAR Economic Costs 
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(US Value / Soviet Value) 





REGIONAL GROUP 1 2 3 4 5 6 


Pol. Agreement 2/10 4/8 6/4 8/8 10/2 6/4 
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Mil. Agreement 10/2 8/6 2/4 4/8 6/10 6/6 


Security Bonus 
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= ‘ Sr 
legotiating a 
Politburo Member yee a A Ability a = 
Nain ent Stance a is =a is 2 os: - aS 
R. Balganin Eco ans th ANTI Land Low Eco. HIGH = Ee J 
E.G. Kodosk, Eco. Growth NEUTRAL Ocean Low Eco./Pol. LOW & , 2 s << 
R.R nee Eco. Growth NEUTRAL Ocean Medium Eco./Mil. MEDIUM = 
M.N. Kaneva Pol. Action NEUTRAL Ocean Low Eco. MEDIUM 
1.W. Fastoy Pol. Action NEUTRAL Land Medium Eco. MEDIUM 
P. Andrios Pol. Action ANTI Ocean High Eco./Pol. HIGH 
W. J, Rokovky Balanced NEUTRAL Land Medium Eco./Pol. MEDIUM — — 
F. Deschevky Balanced PRO Ocean Medium Pol. LOW ; 
G.H. Gokhov Balanced PRO Land Medium Pol. MEDIUM < 
D. Borostov Pol. Action NEUTRAL Ocean High Neutrality MEDIUM ieee 
U.U. Karpov Mil. Strength PRO Land Medium Neutrality HIGH q _— , — 
Y. Lioneto\ Mil. Strength PRO Ocean High Eco HIGH = . Sain. 
: D. Alexista Pol. Action PRO Land High Eco. HIGH a a 
M.G. Chukoy Mil. Strength PRO Land Medium Mil. MEDIUM 
, PR. Radon Mil. Strength PRO Ocean High Mil. LOW 
ee VOTES 


1. 
units wil] be Fleets or 


a 


2 “Negotiating Ability” af 


“Rearmament Stance” 


allects likelihood 


Armies. 


‘ects ease with which SU 


of new 





voviet Units being mobilized; “Military Strategy” affects probability these 
-Minor Agreements are reached. 

















scenario 
Name 


Scenario 
Parameter 


# US Koo Agrmt 
#US Pol Agrits 
# US Mil Agrmts 
# USSR Eco Agrmits 
# USSR Pol Agrmts 
# USSR Mil Agrmts 
Minors’ Resolve 
Minors’ Mil, Str 
#US Mil. Units 
#USSR Mil. Units 
Us MCAP 
USSR MCAP 
World Tension Level 
US Prestige 
USSR Prestige 


Raw Material 
Availibility 


Ind. Capacity 
Availibility 


US Treasury 


NOTES 









#1 #2 
Major Power at the 
Revival Brink 
1-2 1 
0 1-2 
0 3 
1-2 3 
0 1-5 
0 1-2 
High High 
High High 
. 5 
9 fo 
1 1 
I 1 
I il 
20 30 
20 30 
High MTL, 
Normal igh M Tl 
EN 
Low Normal 
20 40 


P.R. Radon 


M.G. Chukov 


ae | 


sine 
SrRATeGaIc sant LATIONS © 
ee 


GEOPOLITIOQ.UB 


erence C hart 


“6 


24 #5 us 
: i wie Failure of the wnnissance 
rd orang enuaentes Monroe poctrine nena 
Alliance ‘ < 
1-2 
5 1-2 
1-2 1-2 
0 
ie 0 
1-5 2 
ae i) 
3 1-2 
ae 1-5 
3 1-2 
+ o 
3 1-2 
i High 
Medium Low Medium 6 
i sdium 
Medium Low Medium Medi 
g 
4 3 4 9 
6 8 4 3 
1 1 1 1 
1 1 1 1 
i Ul Ill il 
30 10 30 40 
20 40 30 10 
Low Low FD Low EN Low FD 
Low Normal Normal Nétmal 
2 Pen: ” 
S ? 20 30 


* US begins with mé } ili 
5 begins with many Eco, Pol, Military Agr in E 
y Eco, Pol, ry Agreements in E 
y Agreements in Europe and New World 


** Soviets begin wi any E ili 
ets begin with many Eco, Pol, Military Agreements in New World 


Mil. Strength 






Mil. Strength PRO 









yrontation 






“7 





1984 y 







6 
1 
3 
1 
Medium 
Medium 
8 
10 
1 
3 
Il 
30 
40 
avored 
Normal mi. Types 
Normal Eco. 
o./Pol 
0 
o./ Mil. 
= CO 
Eco 
Eco./Pol 
Eco./Pol 
\ Pol. 
{ Pol. 
: Neutrality 
\ Neutralil 
Eco. 
Eco 
Mil 

























@ presence of readied” ™ 





-SOPOLITIQUE: 


< of militay sent naval task 


_ repres! 

<* Fleets rep! * 

<a sk For’ piers and other surface Ea 
with aircraft CArTICT © peided BY IDS traf 

jivision 4 i Fleets have aircraft 


EOWAR both one (1) Military 





cation of Sovie! © P 
@ indict etm NT ng exe 3 : 
= omer “nore z rs ae Fleets re! 5 
oT sta Sorel mmpared to the pressure States 1 its) Both ARE and pended for their support. A 
ne revue sponse. AI complemen yer turn to be ex n -sages) is simply 
United * he previous US. respo® ng from 4 staintenance Point F on Sine bet ; i 
exerted in the F » for example, goir trong - * abbreviated “TT Davie eee 
ment in US pressure Demand”) ca" have a Sit Task Fore snore ed prinsome : 
ina he combina sae 
Request fo 4 - | : : 2 ' 
nor’s attitude i : 4 a i 7 
are estern, Unaligne’ umber of military the scenario being 
, go ae 6.4 The nv a feet 
@ Minor governme ntorient beginning of each game is dep : cee 
ene irs adjacent to the age7 (See ae ae : ; 
un : 
Es, a its may be raised by producing 1 
ita b Points in the Economic 


iti LS. z 
6.5 Additional US 7 lization 
Military Mobili" “ry Movement Phase the 


minor's arrlory ) minor li if 
; ro 
: “friendly” (Pro-Wwester” requisite numbe d of the Military 5 
pxcessive pressure Op + in total rejection % se. At the end of tne being 
evemments ca Prmnetimes backfire, resulting in! es aie mobilized, their type unica Ae ane 
of the U.S. demands ‘ ie d by the U.S. player The man al to the U.S. 
; ds during U.5-Minor negotiations patie | be mobilized in a given turn Is oie 
5.20 nojection of U8. et owed to conduct @ Limited War to an Capacity." 
ra oF J e. 1s a i 7 y 
ae Le iecaands presence of al least 1 U.S. eg oe Te i its are always placed in the United 
ential ’ prerequisite for such a war” If i it 6.6 These newly-raised pel ake ihe Plowing turn. Up to 15 
I , e fou, y = . 
imited War may nat be fous! states and are ready to be use tee same limitation applies 


military unit is 4 
voluntarily closes 0! 
see Section 6 for fui 


egotiations, a L Wa : 
riher discussion of Limited Wars 


e victor (U.S. or Soviet 


result in th Sc 
Political, and possibly Military 


5.21 Successful Limited Wars 
Union) being granted Economic, ] 
Agreements with the minor, as well as the minor ee 
becoming pro-U.5. (or Soviet Union). The usual bonus Prestige 
Points for 4 Political Agreement are not awarded, however. 

5.22 Unsuccessful Limited Wars result in a sizeable Prestige 
Point loss. In addition, the minor power attacked becomes 


rather hostile, 





1 Union conducts diplomatic negotiations in 
tates, Players will see various 


5.23 The Sovie 
f these negotiations displayed 


a manner similar to the United § 
messages concerning the course 0 
during the SU-Minor Negotiation Phase. 
ecial Events occur during the game affecting 
the world Tension Level, U.S./Soviet Prestige Levels, or Minor 
Governments, Minor Governments overthrown via a Special 
Event cancel all existing agreements with both major powers. 
Any major power Military Units in the country at the time of the 
change in government are demobilized at the end of the 


6.24 Various Sp 


game turn. 
5.25 [fat the end of the Political Action (PAP placement) Phase 
either major power has net positive PAP’s in a given minor 
country, there is a chance that the political orientation of that 
minor will become slightly more favorable to that major power. 
The probability that this will happen is 50% if the preponderance 
of PAP’s is 1”, and 75% if the preponderance is “2”. 
aon A san antl political orientation may change gradu- 
ally over time due to random fluctuations, This is i iti 
¢ 3 . This is in 
the effects of 5.25, im 


6.0 GEOPOL MILITARY PLAY 


er tate aia mobilization, movement, and 

5. military units occur in the E i ef 

Tas hata Roaches 1e Economic Decision 
ji iness Phase, a ilitary M 

he aaa nd Military Movement Phase 


6.2 j f Sovi 
yeaian role of Soviet and U.S. military units in GEOPOL 
fale late the minor countries they are adjacent t 
Fibge ee einanatie agreements with the aaich 
a ¢ y units are far more threateni 
only units allowed to participate in Limited Wars. ae 


"In addition, nei 
, Neither major 
, r power may ci - aay 
amino in I ay conduct ; 
rv with which it has a Military A, Sia Limited War upon 
y Agr : 5 








exist at any one time. : : 
to the Soviet Union. (Up to twenty (20) units may be raised by 


either side in GEOWAR.) 

6.7 At various times in the play of GEOPOL the U.S. player 

may decide (or be forced) to demobilize one or more mit ae 

units. The U.S. player will be forced to demobilize if the 

computer determines the U.S. has insufficient resources to 
of units. The U.S. player may 


maintain the current number 
voluntarily demobilize to free resources for other uses, such as 
n Points or Industrial Capacity. 


building Political Actio: 

6.8 Demobilization occurs during the Economic Decision 
Phase. Responding to the prompt: 
ENTER UNIT NO,/RPT OR Qu 


U.S. units may 


the player enters: 
Unit No. — Indicating this uniti 
unit is part of a Tas 
6.19(c)), the other unit in 
also be demobilized. 
— Causes U.S. Unit Display Report (discussed 
below) to appear. 
Qu — Causes exit of this phase. Only prompted for 
and allowed if the U.S. has sufficient resources 
to maintain the current number of U.S. units 
mobilized. 
6.9 The U.S. Unit Display shows the status of U.S. units. (Its 
interpretation is shown in Figure 6-1.) 


's to be demobilized. If this 
k Force* (see paragraph 
the Task Force will 


RPT 


US UNIT STATUS 


NO. TYPE LOC. MVD RDY TF 


Units 1 and 2 
forma 
1 Task Force 


OA7 xi 


X X ate 


F 
Jf ree Unit 4 has 
Flee, Unit 4 is in moved and is 


Ocean Area § Ready 


Figure 6-1 





See Glossary for definition of this term 
















] aay “ie 
» rea esponding t 


| 6.14 


Stance 


‘Ac “Rearmament : 
leets or Armies. 


wih eeael Lure 


, the U.S. and Soviet Union 


diness Phase 
bilized units. This prompt 


ary Rea 
militan all of their mo’ 


6 if somes ready phase” display: 
ne y : 
iow " ENTER UNIT NO/RPT/RE OR QU Aa Bh ae og 
ap? MI aie . an , Area C ; : 
a} jumber of U.S. Military Maintenance Points The player responds by entering ya eat © enowledged 
{ to pee s. units. This number will be equal to: wishes the unit to move. A success 
rer sa y we | 
en p to reac red Rey, ili * with a message: 
gyailaPh int, PIS produced — No: U:S Mobilized Units UNIT MOVES TO (new location) 
mil. ized unit requires one point simply to “maintain” it 
ce eae! moun! player had five (5) mobilized units and built 6.19 Movement is subject to these restric Sone 
sin ence? if the Maintenance Points in the Economic Decision wn it cannot move nore than once per turn ‘ : may 
jt He") wuilitary intenance Points would be available to a) A uni na One ee and | 
en |! (9) Military Mat only move to an adjacent ar’ : n tne eae 
ie ‘a. An exception to this isthatanarmy™ay ea to 
anu : of times from one Ocean 
a friendly fleet 


o the prompt, the player enters: 


63 Ri - _ gntering a valid unit no. will cause that unit to 
ynil No. be readied. 
_ (REfresh) causing the display to beregenerated 
RE reflecting the units readied up to this point by 
poth sides. 
1 (RePorT) causing the Report Menu to appear. 
H _ (Quit) exit this phase. 
phe message INVALID UNIT NO. will appear if the player tries 
6. i , demobilized or non-existent unit. 
to rea 


will periodically observe messages indicating 


The player ‘ 
te . being readied. 


soviet uni 
s are indicated by an “R’” next to the unit(s) on 


readied unit 
e world map- 
15 During the Military Movement Phase, units are moved by 
th the U.S. and Soviet Union. All mobilized units may move, 
ps units. Certain restrictions apply, however, and 


jncluding ready : he 
are discussed below. Movement requires no additional econo- 


mic resources. 
6 This prompt will appear during the Military Movement 


ENTER N/UNIT NO./RE/RPT OR QU 


th 


6.1 
Phase: 


Valid replies are: 


_ (Next), causing a prompt for a unit to be moved. 
(See paragraph 6.17.) 
Entering a valid unit number will cause an 


Unit No.— 
immediate jump to the prompt discussed below 
in paragraph 6.18. 

RE — (REfresh), causing the display to be regenerated, 
updating the latest position of all units. 

RPT — (RePorT), causing the Report Menu to come up. 

Qu — (QUit), causing exit of this phase. 


6.17 When N (Next) is entered, this prompt will appear: 
ENTER UNIT NO. OR UNIT NO.? OR <AC>? 


The player responds by entering either a U.S. unit number, a unit 
genes eae by a question mark, or an Area Code fallawed 
y a question mark. For example, if one entered: 


a ae a e e prompt would appear enabling the 
ve Unit 7, i i 
py it 7, as discussed below in paragraph 


? = 

ot aa between the number and the “?”) — Status 
n on Unit 3 would b given and he origina 

prompt redisplayed. ue pu 


NE? 2”) — The 
a umber s) of U.S, units, ifa i in thi 
| 3 ‘ i ae ny, in that ar ea (in this case, 
By usin he a r tw an 
§ t latte two commands together, the U.S. player Cc 


ascertain the stat isi 
uso ivi i i 
Command.) f his individual units witho t i gt 










» affects likelihood of new Soviet Units being mob 


a eooaments are reached. 





6.18 Ifa unit numbe 
mobilized unit) this pro 







ilized; “Military Sir 





ris e 3 Ss it's an existing 
given then (as suming 
on, 
ation) 


UNIT IS IN (current soce 


an unlimited number : 
j i is always 
an adjacent one provided there 1s y ae UB. faets 


se ther 
to transfer to. For example, suppo> starting in the 


i An army 
in Ocean Areas 5, i ys ‘aoe re 
United States could board the fleet in Ocean Area? 


then transfer (move) successively thro 
8, 9, and 10, and then debark in 4 : 
(INDIA, for example) assuming the agect se saieel 
Military Agreement is ap fs; Ad Tae 

up “chains” of fleets to all vementoré oer 

Such movement is subject, howeve ing i 
as explained in paragraph e), below. 

b) U.S. fleets cannot enter Land Areas, except u 
mobilized units begin play in their respeciive 
lands (U.S. or USSR). 

c) U.S. armies on land c 
is an available friendly fleet to 


Each fleet can “carry” up to one ) 
Until such time as the Army debarks from the fleet, the 


two units move together and are referred to as 4 Task 
Force. Task Forces move according to the rules for 
fleets, but their units are readied separately in the 
Readiness Phase. Task Forces are identifiable from the 
U.S. Unit Display. (See Figure 6-1.) 
d) U.S. armies can debark (leave) fron 
Areas. The Land Area must be the U.S. 
country having a Military Agreement with the U.S. 
e) No more than three (3) U.S. units may occupy any Land 
or Ocean Area. (Newly mobilized U.S. and Soviet Units 
are exempted from this rule.) Task Forces count as two 


(2) units for stacking purposes. 


f) U.S. (Soviet) armies may only enter minor countries if : 
that minor has a Military Agreement with the U.S. : 
(Soviet Union). Soviet units are subject to the same 


restrictions as U.S. units. 
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hat newly 
home- 


an Areas if there 
‘board’ in that area.” 
army in this manner. 


an only enter Oce 


1 fleets onto Land 
or a minor 


6.20 As a result of unsuccessful U.S.-Minor negotiations, the 
U.S. may be able to seek redress through conducting a Limited 
War. (See paragraph 5.20.) Neither major power may wage 
Limited War upon a minor with which it has a military 


agreement. 


ite Readied U.S. and Readied and Unreadied Soviet units 
ay participate ina U.S.-initiated Limited War. These units must 
be in or adjacent to the minor country. : 


ee ae of Limited Wars takes place immediately. Th 
pe ae be nd oe major power is dependent cia aa 
acking and defending major its ; 
numbe at power units a $ 
intrinsic military strength of the minor** This strength rnin i 
s by 


* Once boarded, a Fleet i i 
p ) is considered t i 
‘ even Chae none o have moved this turm, im the 
itionally, the overall si ( 
| A size |{ ulati 
(ae v ‘ population, etc.) “tai 
iin Enea minors) is considered in assessi : nea — 
essful Limited War by the Major Powers. = re 
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R palganin 
E.G Kodosky 
RR Chakov 
M.N- Kanev4 
A.W Ffastov 
P Andrios 
w.J pokovky 
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G.H. Gokhoy 
D. porostoY 
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